
1

C
O

N
TEN

TS

GAMEMASTER’S GUIDE
Sam

ple 
file



2

D
O

C
TO

R W
H

O
  |

  G
A

M
EM

A
STER SC

REEN
: G

A
M

EM
A

STER
’S G

U
ID

E

1

C
O

N
TEN

TS

CONTENTS

CREDITS
Lead Writer: Clive Oldfield O Additional Writing: David F. Chapman O Editor: Chris Walz  

Cover and Images: Will Brooks O Graphic Design and Layout: Rachael Macken O Proofreader: Lore Evans  
Producer: David F. Chapman 

Cubicle 7 Business Support: Tracey Bourke, Anthony Burke, Elaine Connolly,  

Andrena Hogen, Donna King, Kieran Murphy and Cian Whelan 

Cubicle 7 Creative Team: Dave Allen, Emmet Byrne, David F. Chapman, Walt Ciechanowski, Tim Cox,  

Zak Dale-Clutterbuck, Cat Evans, Runesael Flynn, Ben Fuller, Tim Huckelbery, Dániel Kovács,  

Elaine Lithgow, TS Luikart, Rachael Macken, Rory McCormack, Dominic McDowall, Sam Manley,  

Pádraig Murphy, Ceíre O’Donoghue, JG O’Donoghue, Síne Quinn, and Christopher Walz 

Doctor Who: The Roleplaying Game is powered by the Vortex System, designed by David F. Chapman. 

Published by: Cubicle 7 Entertainment Ltd., Unit 6, Block 3, City North Business Campus, Co. Meath, Ireland.

Publisher: Dominic McDowall O Special Thanks: Ross McGlinchey and the BBC team for all their help

Find out more about us and our games at cubicle7games.com

© Cubicle 7 Entertainment Ltd. 2021

BBC, DOCTOR WHO, TARDIS, DALEK, CYBERMAN and K-9 (word marks, and devices) are trademarks of the British Broadcasting Corporation and are used under 
licence. BBC logo © BBC 1996. Doctor Who logo and WHO insignia © BBC Studios 2018. Thirteenth Doctor Images © BBC Studios 2018. TARDIS image © BBC 1963. 

Dalek image © BBC/Terry Nation 1963. Cyberman image © BBC/Kit Pedler/Gerry Davis 1966. K-9 image © BBC/Bob Baker/Dave Martin 1977. Licensed by BBC Studios.

Cubicle 7 Entertainment and the Cubicle 7 Entertainment logo are trademarks of Cubicle 7 Entertainment Limited. All rights reserved. Printed in China.

 O CHAPTER ONE ...........................3
I Like It When You Use My Name…
Gamemaster! ...................................................................3
 Further Advice ...........................................................3

 O CHAPTER TWO ...........................5
What Makes a Doctor Who Adventure?
 Episodes and Adventures ..........................................5
 Agree on the Setting .................................................5
 Spice of Life ...............................................................5
 Playing Favourites .....................................................5
 NPCs ..........................................................................6
 Hitting your Marks .....................................................6
 Television vs Game ....................................................7
 ’Tis the Season ..........................................................7
 That’s a Wrap .............................................................7

 O CHAPTER THREE ........................9
Random Adventure Generator
Setting  ............................................................................9
 Earth ........................................................................10
 Space .......................................................................13
 Unusual Setting .......................................................18
Threat/Plot .....................................................................19
Adversary .......................................................................23
The Generator in Action ................................................26

 O CHAPTER FOUR .......................29
Adventure Hooks
Swine and the Rani ........................................................29
 Prologue: Shipwrecked ............................................29
 Beginning: Menagerie .............................................29
 Middle: The Rani .....................................................29
 End: Acheron ...........................................................30
 Epilogue: Odyssey ..................................................30
Capture and Release .....................................................31
 Prologue: Feast .......................................................31
 Beginning: Pursuit ...................................................31
 Middle: Capture ......................................................31
 End: Release ............................................................32
 Epilogue: Nightmare of Eden..................................32
The Visitors ....................................................................32
 Prologue: Goodbye, Hello! .....................................32
 Beginning: Help Me! ...............................................32
 Middle: We Can Sort it Out .....................................33
 End: A Hard Night’s Day ..........................................34
 Epilogue: Misery ......................................................34
It Takes a Village ............................................................34
 Prologue: Pub Talk ...................................................34
 Beginning: Uplift......................................................34
 Middle: Speaking in Tongues ..................................34
 End: In the Crypt .....................................................35
 Epilogue: Memories ................................................35

Sam
ple 

file



3

C
H

A
PTER O

N
E  |

  I LIKE IT W
H

EN
 YO

U
 U

SE M
Y N

A
M

E...

1 3

 O Gamemaster!
Gamemastering is one of the most rewarding 
experiences in roleplaying, and being the 
Gamemaster in Doctor Who: The Roleplaying 
Game is no different. But it is always handy to have 
a few extra gizmos in the TARDIS toolkit to help the 
game go smoothly.

The Doctor Who: Gamemaster’s Screen can 
help you to keep all of the exciting plot twists and 
surprises away from the prying eyes of players, as 
well as provide you with frequently used tables for 
speedy reference.

Accompanying the stylish Gamemaster’s Screen 
is this book — the Gamemaster’s Guide. In the 
following chapters, you’ll find loads of handy 
resources to help Gamemasters create an exciting 
experience that really feels like Doctor Who. 

Chapter One is this one, just a quick introduction 
of what’s to come. Think of it like the pre-title 
sequence, setting the scene and giving you a sense 
of what’s in store. 

Chapter Two looks at what makes a Doctor Who 
roleplaying adventure quintessentially ‘Doctor 
Who’. How can you evoke the same themes, tone, 
and central concepts from the series and inject 
them into the game?

Chapter Three provides you with a handy Random 
Adventure Generator. If you’re stuck for ideas, sit 
back with a cup of tea and roll a handful of dice 
to gain some useful prompts that can inspire new 
and exciting adventure concepts. Just piece a few 
prompts together, and let your imagination create 
a new episode for your players.

Chapter Four has a handful of adventure hooks 
that can be played straight away when you need 
to run a game at short notice. Broken down into 
acts just like an episode of your favourite television 
series, these adventures can take the characters to 
the Earth’s past where a crashed pilot is controlling 
a village, or a renegade Time Lord is pretending 
to be a Greek god, or onto a distant planet where 
the population is under threat of a military invasion 
force.
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 q Further Advice
If you’re a new Gamemaster and would like more 
advice for running the game, the first landing place 
for your TARDIS should be Chapter Five of the 
Doctor Who: The Roleplaying Game rulebook, 
which shows you how to pace your adventure, break 
it down into acts, and how to ensure everyone has 
fun around the gaming table.

Gamemasters also have a complete book to 
themselves in the shape of The Gamemaster’s 
Companion. While designed for the First Edition 
of the game, it is still completely compatible and 
features even more advice on creating adventures, 
as well as providing three complete adventures that 
are ready to play. You can purchase a print or PDF 
copy on the Cubicle 7 Games webstore. 

THE CHASE IS ON!

You’ll notice that close to the top of the 
Gamemaster’s Screen, the Chase Tracker 
from the Doctor Who: The Roleplaying 
Game rulebook (page 113) has been 
reproduced to help you keep track of the 
distances between parties during dramatic 
pursuits — and Doctor Who has plenty of 
those. 

It is placed here so that you can clip markers 
to the top of the screen — you could use 
clothes pegs, paper clips, or folded-card 
markers. This way you can slide the markers 
as the chase progresses. Not only can you 
keep track of how far apart everyone is, but 
the players also can see when the enemy is 
getting close (but not exactly how close) to 
build the tension! Sam
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How exactly do you go about creating a Doctor 
Who adventure, or even a whole season? What 
makes an adventure quintessentially Doctor Who? 
What leaves your players knowing they have really 
played a Doctor Who game rather than a different 
roleplaying game?

It’s hard to pin down what makes a story feel like 
Doctor Who, though we know it when we see it. 
How many times have we watched something 
on television, read a short story, or learned some 
history or science and said to ourselves, ‘That would 
make a great Doctor Who story?’

Doctor Who: The Roleplaying Game is designed 
to support elements that really feel like a Doctor 
Who story. If the companions are being held by 
clockwork robots, it’s possible for the Doctor to 
get away with sauntering in talking about banana 
daiquiris. If the Daleks are rumbling down the high 
street in battle formation, it’s possible for a shop girl 
to stand in their way and demand that they stop. As 
a Gamemaster, you should encourage this sort of 

play, and the game will help you create the sort of 
situations that crop up in the television series. But 
what else can you do?

 q Episodes and Adventures
The easiest way to make your adventures feel like 
Doctor Who is to simply play one a week. Perhaps 
if it is a particularly epic or long adventure you can 
spend two weeks on it, just like multi-part Doctor 
Who stories.

With some clever Gamemastering, you can time the 
action to end at just the right time, though you’re 
always going to be at the mercy of your players. 
Adventures should come to a natural conclusion 
so timing it right takes planning, experience, and 
luck. If there is some flexibility to the length of your 
gaming sessions, that will help immensely.

If you are going to split an adventure over two 
sessions, try to end the first part with a dramatic 
cliffhanger. Leave the players eager to know what’s 
going to happen next week. 
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